Warrirg: 

Read before using your PlayStation® Game Console 

A very small percentage of individuals may experience epileptic seizures when 
exposed to certain light patterns or flashing lights. Exposure to these patterns or 
backgrounds on a television screen, or while playing video games, including 
games played on the PlayStation® game console, may induce an epileptic seizure 
or epilepsy, if you, or anyone in your family, has an epileptic condition, consult 
your physician prior to playing, if you experience any of the following symptoms 
while playing video games - dizziness, altered vision, eye or muscle twitches, loss 
of awareness, disorientation, any involuntary movement, or convulsions - 
IMMEDIATELY discontinue use and consult your physician before resuming play. 

Warning to owners of projection televisions 

Still pictures or images may cause permanent picture-tube damage or mark the 
phosphor or the CRT. Avoid repeated use of video games on large screen 
projection televisions. Refer to your projection TV instruction manual for details. 

Handling your PlayStation® disc 

This compact disc is intended for use only with the PlayStation® game console. 
Do not bend it, crush it, or submerge it in liquids. 

Do not leave it in direct sunlight or near a radiator or other source of heat. 

Be sure to take an occasional rest break during extended play. 

Keep this compact disc clean. Always hold the disc by the edges and keep it in 
its protective case when not in use. 

Clean the disc with a lint-free, soft, dry cloth, wiping in straight lines from center 
to outer edge. Never use solvents or abrasive cleaners. 
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T-hank you for purchasing “Backstreet Billiards”, exctasively for the 
‘'PfayStation® game console. Please read.this manual carefully before *-■ 
■ playing and only usgthis product according to its instructions. Keep this 
'maaial in -a safe pidde for your reference. 
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1. Set up your PlayStation® game console according to th.e,mstn|ctions 
in its Instruction Manual.-Make sure the power'is^fyoif^.inserting 
or removing a compact disc, •% .> .j s>! mmm'mrn 

2. Insert the Backstreet Billiards'disc and close the disGscover. 

3. Insert game controllers and turn on the PlayStation®^gginje;Oonsole.‘ 
Follow the on-screen instructions to start a-game.- 































Aralcg Ccrtrcller: w’‘?''> 

The Analog Qdptroller’s Dual Shock'^“ feature can be turfed^n/Off from 
the option menu. (Analog Controller only);^lease play \^ji t^e LED off. 
The game-is played with the Directional buttons, the left/ifght Analog 
sticks are not used. ,»« ‘ 

Using x1he*Mjlti Tapst. 

ThSiSmf SSppfcrts up to 4 players using the Multi Tap. Connect the 
Mifflfep tssGe^roller Port 2 onJh^ PlayStation® game eonsole;%- s 
Cofittollgrs should then be attached to the Multi Tap beginahTf from port 
A.fr^rfpQrTBrCand D.. 

*lt ism^^^molettlo play a 4-player ffariw'imfmt using the Multi Tap. 

Game prs'gfess'can be saved usiag^Mtes«w^4>afi6b{aald«^f^tely) in 
the designated Memory Card slots.. Choc^e^'Memory^tard’kfrorn-.the. 
Option Meriu. and confirm your selection. {To save'^ity pnogr©ss. select, 
“Save” from tfie menu)... Choosing “YES” saves the data, if this is not 
done the data will not be saved. Turning off the power without saving will 
cause all progress to be lost, ** ® ® ^ ^ «.«»t«wi 

V\b extra bloek of memory is required.ta,save V, , 
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CD Crarge Cpticn: - 

The player has the op#fr..to listen to an audio CD of their chqp%jh|.vvi»©r» «.«>* « 
playing Backstreet Billiards.* After beginning a game, press the ^t^f» ‘ **;» 

button and select the “CD Change” option. With the CD Change rrfenusti»»»»s 
open, swap the Backstreet Billjajds CD with the desired Audio CD in order 
to play. Reinsert the BackstreefBilliards CD when prompted. / 
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Speed: ^ /**"*f«l 

The object of this mo'afe:l|*to”'cTear”'all the balls on the table as gbiij^ly as 
possible. Pocketing thewtrjaoy order will clear the stage. ScratfcWnf fh# 
Cue ball adds a time penalty. ' y t*»- «« 

pptier: , . 

Access/Adjust the various features within this menu by highlighting thp, 
desired feature usingfhi Directional buttons and then pressing thp«©>~ «< 
Button. Press the wi Button to,exit. - * mimt 
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Stereo/Mono Setting 
Listen to the in-game music 
Listen to the in-game sound 
effects 

View req^rfs ' 

Savirilg, and Loading data 
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Ctiargirg Caes: ■ 

After acquiring additionqi^Cudf, tfie player 
can select the one they^wish to use by 
choosing “Cue” from the Co'nversation 
screen. The currently equipped Cue is 
designated by an "E” on it’s piqtyre. The 
green color on the stat bar indicates the 
selected Cue’s effect orithaf stat. 


Basic Stats: 

la-story Mode the player has three basic stats Ihst^PWWrtted^pd to 
irhprove their rerformance, these are: .a « *» i 

» * S ;■ 

>' -V POWER: Strength with which the’due Bail 

’ ' is hit dhiihges '* ' ^ ,, 

5j;J~TEpHNIQUE: ^ The,h^weh)^ntsJ,i;the Cue Bali / 

'“' lifiiiigl/dependrng on Cue angle 

» and where on the Cue Ball 

^ the Cue hits 

,ME>4TAiriTY: . Speed of the shot power *%• 

•?-IS, > *.*.* ■ gauge changes® , 

The p|i|^^##arded with addititnai^QintefeipoBsgtefe^iisig an 
opp(^gt» J^fr winning., the leveb^Bpi^rafeWisNatgp^:^ InlP thq player 
m^’%tloc®fetli^se points to any of the stats, as-they choose. Points are 
awarded as foFlOWS' ■ .' its ifjj 

' ’ ** « - ia»«« 1 . I ■ . 

^ stage 

- STAGE 4: ’4 points i! ; 

. 

After all points are distributee^, the player ts 4^ ^ *“«.? 

given a confirmation display. Selecting YES . «■ 

continues the game, selecting NO returns the &, | i' 

player to the level-up allocation screen.*'* ... . *- 


«» 

EqjiDpirg ^ 

To view and select acqSfred item^ccess 
the “Item” option fromatfe^stjaw^rsation 
screen. The orange cpIlE^the stat bar 
indicates the item’s effffa^n that stat. 
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^ress the Start Button during a game to open the option menu..-ir^ the 
Jirectional buttons (up & down) to highlight the desired item, arid"confirm 


CarRIrg Screer: 

Before starting a game it must be decided™'^*" 
who will go first. This is accomplished by 
having both players shoot a ball from the head 
cushion (cushion at the bottom of fhe screent 
towards the foot cushion (cushion at the top of 
the scrg.ea)-vThe-player-who gets-their-ball the 
‘dfosest to the head cushion 
.(bottom of the s'c'rebn) .wms the right to make 
the break shot. If the ball, does' not hit-the-fbot 
cushion, it is a foul. If both players shoot the ‘ 
same distance, or foul, both of them must 
shoot again. If two players are using the 
same controller., or there are more than three 
players, banking is not necessary. 

Cue Call Arrargernert: 

After banking, the player who goes first needs 
to place the cue ball. If can be rearranged as 
often as you like. Placing the cue ball is 
achieved by; moving the Directional buttons 
while holding down the ©■ Button. 


Replay the most recent shot ' 

Turn background graphics ON/OFF v 
Turn vibration feature ON/OFF 
Change the camera view used after | 
a shot I 

Change trajectory guide/turn ON/OFF 
Piay a music CD during a game 
Change background music volume 
Change sound effects volume 
Return to title screen 
Return to game 


BG: 

VIBRATION 

CAMERA:. 


GUIDE BALL: 

, CD CHANGE: 
BGM VOLUME 
SE VOLUME: 
QUIT GAME: i 
EXIT MENU; 


'Depending on the mode of playdhe content of this menu will vary slightly. 










Directier Screer: 


aimed is 


free Cainera Mode: 

A ' a '** ^ ^ 

'Pressing the R2 Button allows the camera angle to oe change^©-'' 
confirm cue or pocket positioning. Rotating the camera requires the 


Moves camera forward, 
back, left and right 


Direction 


® Button: 
<ii Button 


Rotate camera 


Rotate camera 


Move camera down 
Toggies bail color/numbef 


L1 Button 
L2 Button 


Move camera up 
Exit free camera mode 


R1 Button 
R2 Button 



Start Buftorrt^^ Open the 

. .. . . ■ 

Seiect Button; • Switch to 


L1 Button 
L2 Button 


Zoom in 

Indicates ball number 


Zoom out 
Open/Exit free 
camera mode 


R1 Button 
R2 Button 
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Stict Direction 


lu: to the shot power screen 


The game will automatically 
line up the hit straight on. 

Hit the bali straight on for the 
most power and a direct hit. 


Use the directional buttons 
to adjust for angled shots. 
The more you adjust the shot 
to the left or right, the more 
angle you will give your shot. 


You can also make shots that 
need to angle off a cushion 
to get to the ball you want to 
hit. Use the ghost traif to see 
where the ball will go. 



Stiet Pcwer Screen: 

Indicates the strength with which the cue halL. 
will be hit. The further to the right the meter 
is, the more powerful the shot. Pres^the^®; 
Button to confirm power. Press the ;(■!; Button, 
to switch between the low/high powehshot 
options. A more pow'erful shot will be very 
useful in situalions such ns the break 






Aiedify ttie Cje F>csiticr: 

Jliu position at wluclt tns.Guy j& sot to nit the • - 
mlL wilt traiftotnrv Roeed and a i 


^f*mfl; TAfrl1’^fect trajectory^^^^ and a t 
nurnber of otfpr aspects of the ball's | 
movement. Press the Directional buttons 
while holding down the (■» Button to adjust 
where on the cue ball, the cue will strike. Tjne 
player may adjust the angle at which the cte 
will strike the cue call by using the (up & , ' 
down) Directional buttons while holding down' 
the Button. 


Center Hit 


Argle: 


Top Spin: After hitting a target, both the cue ball and target will 
contlnueTo move forward. 

Center Hit: After hitting a target, the cue ball will stop, but the target will 
continue to move forward. 

Left Spin: After hitting a cushion, the cue ball will travel to the left. 

Right Spin: After hitting a cushion, the cue ball will be travel to the right. 
Back Spin: After hitting a target, the cue ball will roll back towards you 
while the target continues forward. 

Jumping: Make the cue bail jump over an obstacle to hit a target. 

Masse: Apply a very strong spin to the ball, allowing it to move forward 
while curving. 

*Combining cue position and angie aliows for a widemriety of bali movement. 
Training in the practice mode wilt ailow you to'perfect many different techniques. 


The larger the angle you give the 
cue stick, the larger the amdUnt 
of spin you’ll get when you hit 
the bail. Give the cue stick 
enough angie and it will jump 
over other balls. 


The smaller the angle you give 
the cue stick, the less spin and 
more power you will get when 
you hit the bail. 




;ket 

lyer 

lowest 

las 



•HKSiflSJraBiimIrofiiliHiEijaaemwwifflWi 

l&B8l!£VMirsV*T8lll 




1 rsl A i IlSVM 1 [SB 



sf5BiiT:Bf8if»[s)ivsiii«ai[«1i»isillsm«{»]ii[sBiiB»f»ii 

'•liyilUiVlwri : 

Sill? 

•lU 



Bs!fTt 

Is 

iBftI tl Htlsl 1 ■ fsfl im ■ •T»M isit Bslil* Bs) B [sis 

1 tlsU fsBt [•■ lUi 





|[• E•]•1 



■ 




ptt 




tff 




ii 


|S 











































































:Novice: Ba(l-in-Hand„.No call shoWor ti] 9 ,6-ball. 

House; After fouling, the cue ball wHt anywhere behind the head 
line. Ah object ball behind the -head Ifhe'dan be hit directly. The 8-ball 

must be a called shot. _ __— 

Regulation: After fouling, the cue ball is set behind the head line. An 
object ball behind the head line cannot be shot directly. The 8-ball must- 
be a called shot. 

Call Shot: Pocket must be called on all shots, expect for the break 
shot. If the 8-ball is pocketed on the break shot, it is returned to the 
foot spot, and the game continues. 

*Ca/l Shot: Pocket where ball Is to be placed must be called prior to the shot. 































balls wins game. After the break;' an.y>baH’ mdyJg|,^|TOt. ' f 

Number of players: 2-1 . , / . 

r©Ljl: 

• It at least one ball is not pocketed on,the break,.-an^'alle^^dr 

doesn't hit the cushion, i’' » '“''if" " 

• If the cue ball is pocketed (scratch),"of drops off of'H^|,pfl | 

• After hitting the target, no balls hit a'cushion. (ExcedtiJovtcel 

• If called h|^|ifletnat poeketed in called pocket (Call Shot only) * 


Novice: No no-cushion foul. 

Regulation; Cue ball is returned to the spot 
where it was prior to fouling. 

Call Shot: Regulation rules apply. All shots, 
excluding the break, must be called. 



This'game is playedfwith object balls #1 - #15 and the cue ball. The. 
-'.player who first reaches the agreed upon amount of points wins the 
tgame. Players score one point per ball, and may begin by shooting at 
f any ball, 

t. *Only for thts game, does the player who loses at banking go first. 

f Number of Players: 2 ' ' 


rcjis 

If called ball is not pocketed in called pocket. (Call Shot only) 

• If the cue ball is pocketed (scratch), or drops off the table. -1 pt 

» After hitting the target, no object balls make contact with a cushion. 

-1 pt (Call Shot only) 

• After the break shot, if at least one ball is not pocketed, and at least two 
balls make contact with a •GUshi 0 m.- .-2..,pt§.d.Q.all Shot only) ; j * 

• Three fouls or scratches in a row is a loss. -15 pts^tExcepf Novice) 

Cule setting: -.. 

•Novice: No call shot. No three fouls rule. t < ' f 

• Call Shot: All shots must be called. Three ,) ' 'i) 5 

foul rule applies. | : '• ,, , 'j 
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This game is played with object balls #1 #15 and. the cue balf. Object 
balls are shot at the assigned pocket. If a ball is pocketed 4n one of the 
assigned poekets (tl e t^o corner pocke- - it the 'oot e id of theiable), 
onepoint will be scored. The first to 8pts wins. The.firstjifaj^'lhooses 
one of the two pockets, and the second: player -is autom^'tloafy Assigned 
the other. ' n;" | 

Number of players: 2 , - 

^ ‘ ^ 

‘ t If the cue ^fe)i5jp3^ftia::t-(Scratch), or drops off the table' 

r* .If no balls mSMoOntadt ^th a cushion- after hitting the target ball. 

‘ (Except Novice) ■■ ^ ,,\f 

\ iKJ.If you foul 4r scratch three'times in a rbw^you wflljose.' (Except Novice) 


Rule iettirg: 

• Novice; Bail-in-hand, an object ball behind the head line can be hit 

directly. . 

• House: After scratching, the cue ball wilt beset behind the head line. 
An object ball behind the head line can be hit directly. 

• Regulation: After scratching, the cue ball is set behind the head line. 

■ An object ball behind the head line cannot be shot directly. 

*When you foul, the game continues without moving the,pue ball. 
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:ores the 


If the: red 6|ll is ||St hit ori 

II either the cue ball or objedrhali(s) drdp 


^Lile Setting: 

Regulation: Hlhing mor^ two balis with 
the cue ball in one turn will score one point. 
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:f^l^dition to the rules for Four Ball, the foufjQorpersiare'designated' ■ '■ ^ 
:|^eas. Played with tgro object balls, two cije?balM Vri’a Carom table (M). 
Sitting two out of the three balls with the cue hall in one turn is rewarded 
Jwith a single point, tf one player misses, :thg.'npxt player then has their 
turn..You cannot score at the four.conifers two times in a row, so on the 
second shot, the player must shoot one of the two balls out of the area to 
score. The player who scores the agreed upon number of points wins the 
; game. When the first player reaches the agreed upon number of points, ,, 
i the next player (in order to tie), must score the agreed upon number of ...r 
i-points in the next inning. If this is accomplished, the game is a iieand^ 

- there is no winner. ''' 

Number of Players: 2 

Tcijl:_„., 

• If either the cue bail or objectb^sfSfo^ Off Ofthe table^:»s«,<ii^t ^ C- 

t^Lile Settirg: 

I • Regulation: Hitting more than two balls with the cue ball in one shot 

f will score one point. - :., ", V:*". 

. • Local: When hitting object balls in an orper such as White to Red, Red 

E - -to White, two points will be scored, three points will be awarded for 
Red to Red hits, and striking all three balls in one shot will be rewarded 
;«with five points. 


















>n a Carom 
wo balls 
oaU has to 
t|e second 
\%ns the 
Dt points, 
i Ilf this is 


come In contact with a cushion at least 
ball. The player who scores the agreed upon nunibei 
game. When the first player reaches the agreed upoi 
the jiexrti.ayer. (in order to tie), must score on his/he 
accomplis^hed; Ihe game is a tie and there is-no winf 


the red fciili is tlpTfift diTtne serve (break). - 
Ulfier thS^cueBali or objedr;Ball(s) dieB'cfl df the,Jtable. 

Jle Setting; 
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The white ball used in ntfast pool & billiard games, typically fhe'one.that # 
the player must hit with the cue. 

®l)j0Ct : 

Any ball used in ,a.game, except for the cue ball. In pocket games these 
are balls #1 -.#15j*'in carom games the object balls are Red and White 
(your opponppt):.'**?.;' 

Casl^ilcns,'. 

Felt'covered rufabettsaWJtanding a pool or billiard table. 

Pccl<;et: 

Any opening or hole on a billiard table, there are typically six pockets on 
a bHiiard taWe: four located at each of the corners of the table (corner 
pockets) and one each centered on the side of the two longer cushions 
(side pockets). ■ 

Allots .«. ■ 

The initial shot in a Pocket game. In a Carom game it is referred to as a 
“serve.” 

Scratclis 

A foul that occurs when the cue ball is pocketed unintentionally. 

The cue ball may be placed anywhere on the table. 



A young man who often frequents the pool bar, 
Sparky’s. He is quite a talker, but his billiard skills 
still Iqave something to be desired. However, he 
does practice a good deal. 

V : [; 

I3r'yaiii ' ' / 

A regular customer, at the fast food rest^iurani' 
“Littt'e'Ohwry” Overall he is an average pool <> 
player. But when he is hot, he plays a good ' 
game. ’ 


Giras 

She and Renaldo have known each other since 
they were children. At the present time, she is a 
better player than Renaldo. She has a good 
reputation as a stable player. ■ ( 


Carols 

She works at¥ie miscellaneous goods store, 
“CochaBamba.” Her billiard skills are improving as 
her store manager has spent time training her. 






Diagram of a billiard table' 


Side Pocket 



Center Spot 

Corner Pocket 

Side Pocket 


ASCII Entertainment Software, Inc. (AES) warrants to the original purchaser of this (AES) product that 
the medium on which this sottware program is recorded is free from defects in materials and work¬ 
manship for a period of ninety (90) days from the date ot purchase. AES agrees for a period of ninety 
(90) days to either repair or replace, at its option, the AES product. You must call (650) 780-0166 to 
receive instructions to obtain repair/replace services. 

This warranty shall not be applicable and shall be void if the defect in the AES product has arisen 
through abuse, unreasonable use, mistreatment or neglect. THIS WARRANTY IS IN LIEU OF ALL 
OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE 
SHALL BE BINDING ON OR OBLIGATE AES. ANY IMPLIED WARRANTIES APPLICABLE TO THIS 
SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE 
IN NO EVENT WILL AES BE LIABLE FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES 
RESULTING FROM POSSESSION, USE, OR MALFUNCTION OF THE AES SOFTWARE PROD¬ 
UCT. 

Some states do not allow limitations as to how long an implied warranty lasts and/or exclusions or lim¬ 
itations of consequential da^fiages. so the above limitations and/or exclusions of liability may not apply 
to you. This warranty gives you specific legal rights, and you may also have other rights which vary 
from state to state. 

Repair/Service After Expiration of Warranty - if your game disc requires repair/service after expiration 
of the 90-day Limited Warranty period, you may contact the Customer Service Department at the 
number listed below. You will be advised of the estimated cost of repair and the shipping instructions.' 

ASCII Customer Service Department/Technical Support Line (650) 780-0166 - Call this number for 
help in installing or operating our products or for general product questions. Representatives are avail 
able Monday-Friday, 9 a.m.- 4 p.m. Pacific Standard Time. There is no charge for this service. Toll ' 
charges may apply. 

Hint Line - Game hints are available within the US at 1-900-288-ASCIi (1-900-288-2724). The cost isi 
$0.95 per minute, and automated support is available 24 hours per day, 7 days a week. This hint line 
supports games produced by ASCII Entertainment Software, Inc. No hints will be given on our 
Customer Service Line. Long distance charges are included in the above rates. Callers under 18 
years of age must obtain permission from a parent or guardian before calling. A touch-tone phone isj 
required. 

ASCII Online at http://www.asciient.com - Our news is always cool I Visit our website and find out 
what's happening at ASCII - new titles, new products, and fresh tidbits about the new gaming woridi 

ASCII Entertainment Software, Inc. 

P.O. Box 6639 
San Mateo, CA 94403 
www.ascii.com 


















